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“PART 1.0F 2 - LUNDKWIST BASE 


Location: 
North of 70° Parallel 


Team: | 
John Clutter, Andrew Dowey, Jim Phelps, Ethan Hunt. 


Objectives File: | 
- Change identity | 
- Find excuse for errand 
- Destroy electric power panel | 
- Get to Subpen with Clutter 


Non Listed objectives: 
- Find Guard Chief 
- Find truck driver 
- Jump on back of truck 


Beginning Inventory: 

- 7.65 silenced gun 

- Facemaker with one 
cartridge 


Objects to pick up: 
Envelope (in guard chief's 
barracks) 


Game sequence: 

Arriving on the base, Ethan has to use a stack of crates to pass 
to the other side of the fence. Once there, to his left is the guard 
chief who.leäves his barrack every now and then. Ethan will have 
to knock him nut in the barrack as the facemaker doesn't work in 
thé*cold*dtitdoors. Once knocked out, take on the Guard chiefs ID 
and pick up letter for errand. Going out side again, to the left, 
Ethan passes through the gate. A bit further to his right is a 
truck. The driver will be close. He gives the envelope to the driver 
and asks him to bring it to the subpen. Going to the back of the 
truck, he jumps on once the driver has started the truck. Clutter, 
who is around the corner near the truck, will jump on too. 
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PART 2 0 '2 - SUBPEN 


Objectives File: | 
- Find magnetic mines 

- Give mine to Clutter 

- Sabotage the gunboat 

- Join Dowey for getaway 


Beginning Inventory: 
- 7.65 silenced gun 


Objects to pick up: 
- Gun from guards 
- Ammo from guards 


Gäme sequence; 


+ Heed to find the APS and the mine 
for Ciutter 


Due to the cold, Ethan's mask dissolves and he 
will have to brave it without the disguise. Ethan 
will need to find a big bunker-like 

building that's to his left at the end 

of the discussion with Clutter. Here 

he finds the mines. Once found a 

green point will appear on the 

scanner indicating the rendezvous point 
with Clutter. 

Using his scanner, Ethan joins Clutter 

and gives him the mines. Here he learns 
that the mines have a preset timer and 
they will need to destroy the patrol boat in 
order to safely get away. Ethan keeps one of the 
mines and goes to look for the patrol boat that 
he'll find near the submarine, anchored on a 
little dock down some stairs. 

Ethan places the mine and goes to the 
rendez-vous point (green point on the 
scanner) where Dowey and Clutter are 
waiting with an inflatable raft. 


Maybe on top of these crates 


Sarah Davies, Dieter Harmon, 
Jack Kieffer, Candice Parker, 
Robert Barnes, Ethan Hunt. 


Objectives File: 

- Find facemaker ° 

- Find score 

- Find nausea powder 


- Find drink i 
- Hide smoke generators x f A m 

- Eliminate killer g 

- Assume Ambassador's Aide's |.D. 


- Access restricted area 


Non listed objectives: 

- Talk to guest to get him away from Sarah 

- Have killer follow Ethan to the restrooms 

- Talk to guest to make him stand up and get music score 


Beginning Inventory: 
- Blowpipe with sleeping dart(s) 
- Six Smoke Generators 


Objects to pick up: 

- Face-maker + 1 cartridge, from Sarah 

- Nausea Powder, from Dieter 

- Drink, from waiter 

- Score, under sitting guest 

- Hiding place for Smoke Generators, 
ventilation ducts 


Game sequence: 

Ethan has been given an invitation to the Embassy function. He 
starts at the door of the reception hall. He immediately receives 
a message from Phelps: Scoffield, a killer, has been sent after 
him. He must put her out before she gets him! Scoffield is the 
only woman dressed in red at the reception. She carries a 
gadget handbag to shoot Ethan with. Ethan can learn by 
discussing with guests that a woman is looking for him and what 
she looks like. At first, she is waiting for him in the main hall close 
to the piano. When she sees him, ‚she will follow him until she 


Mat see ihe ee Head niece 
m = 


his blowpipe and darts. 

A man and a woman are chatting in front of the entrance door. 
It's one of the Embassy function's guests talking to Sarah Davies, 
one of the IMF team members. Talking to them twice will get the 
man away, and it will be possible to talk with Sarah. If nobody is 
around, she gives Ethan the Facemaker (if Ethan tries to get the 
facemaker while someone is watching, he gets arrested). Ethan 
can speak to her again afterwards and get some information 
about Candice. 

Three of the ventilation ducts are in the first floor hallways, two 
are in the main reception room, and one is upstairs. Ethan must 
hide a smoke generator in each of them without getting noticed. 
Dieter is the barman of the Embassy. Ethan talks to him and gets 
the nausea powder. He learns that the only official here is the 
Ambassador's Aide, who almost never drinks. By talking to the 
piano player, Ethan learns that the Ambassador's aid only drinks 
when he hears his hometown's anthem. Ethan asks the piano 
player to play that tune, but this is not possible since the score 
has been lost. Ethan can get a drink if he talks to the waiter. 
Using the nausea powder, he poisons the drink. The score is stuck 
under a guest sitting in one of the hallways. Ethan needs to talk to 
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im a drink (poisoned with the are and 
his hometown. The man drinks, feels sick, and 


Etharsrung’äfter him, knocks him out, and uses the facemaker to 
take his appearance. He can now get past the guards to the 
elevator. There is another elevator door on this level, with no 
guard, but when Ethan comes close to it he receives a message 
from Phelps: "This door leads directly to the security complex, but 
\ 


1- Start 
2- Restroom 
3- Bai 


ECOVER NOC LIST 


PART 2 OF 8 - WAREHOUSE MAZE 


Objectives File: Beginning Inventory: 
- Find gas antidote - Blowpipe + sleeping darts 
- Find protection suit - Facemaker + no cartridge 
- Sabotage five elements of Objects to pick up: 

K-30-P prototype - 9mm handgun, from first 
- Find exit key guard 

- Ammo: 30 bullets per guard 

Non listed objectives: - Chemical protection suit, 
- Blow up crates to clear way inside crate 
- Find gun - Medkit 
- Find antidote for gas - Elements of the K-30-P 
- Find chemical protection suit prototype 


- Exit key, from specific guard 


Game sequenc 
\ equipment is the 


3k nandhi ‚blowpipe, with one sleeping darts. The guard is 
not, aggressive, he politely salutes the Ambassador's Aide. Many 
crates ‘are blocking: the way. Ethan needs a gun to blow them 


in an odd looking maze full of dangerous crates full of 
explosives, acid pools, and guards. There are not many guards in 
the first section, but the crates Ethan has to blow out are full of 
chemical weapons. They blow up and fill the place with poison 
gasses. Ethan must quickly find a protection suit or will shortly be 
intoxicated by the gas. He first finds some emergency medkits, in 
which he finds pills of antidote that partly cure him. He finally finds 
a protection suit. When Ethan climbs into it, the guards don't 
recognize his as the Ambassador's Aide's face and attack him as 
an intruder. 

One of the crates Ethan stumbles into contains a strange device 
that he can't recognize. He immediately receives a message from 
Phelps:"You've found a piece of the Russian K-30-P prototype. It's 
a satellite communications interception device. Now you've found 
it, you have to destroy the other four pieces as well.” 

Ethan finds the other elevator door on the other side of the 
warehouse, after avoiding the attacks of all the guards and blows 
up a lot of crates. 


PLAN OF LEVEL # 2 


RECOVER NOC LIST 


PART.3 OF 8 - KGB HQ 


Objectives File: 

- Find Barnes 

- Find beeper 

- Find facemaker cartridge 
- Find dartgun 

- Find communication freezer 
- Take Security Head's ID 

- Neutralise cameras 

- Get transfer order 

- Free Candice 

- Open exit door 


Non listed objectives: . 
et rid of KGB Officer 


b have guard move away from the stock room 


Beginning Inventory: 
-Blowpipe.+’sléeping darts 
~Facemaker-+.n0 cartridge 
- Ifnm=haridgun 


Objects to pick up: 
- Video Freezer Barnes’ equipment 
- Dartgun + sleeping darts 
- Barnes’ equipment 
- One facemaker cartridge 
- Barnes’ equipment 
- Transfer order sent by Phelps 
to the communication room 


Game sequence: 

Still in Ambassador's Aide's disguise, Ethan can walk about freely 
in the level, but cannot enter all rooms: If he wants 
to enter the communication room, a civilian asks 
him to "Please get out your excellency." 

In the communication room, civilians are just as 
surprised by the presence of the Ambassador. 

If he wants to enter the prison cell, the KGB man 
tells him "You have nothing to do here, Andrei 
Vlassof, get out please." 

If he wants to enter the Security Head's office, a security officer 
tells him the security head is busy and will see him later. If he 
wants to enter the stock room, a security officer tells him it's 
forbidden to go inside. He can enter the small office, and finds 
Barnes, battered and unconscious, sitting on a chair. 


Barnes tells him to continue the mission at all costs, that there is 
a facemaker cartridge in the stock room (they don't understand 
what it's for), that he hid a face mask of Golytsine in the next 
section (Security Hallway) just before he was captured, and that 
Ethan should use it to accuse Golytsine of treason. 

In the communication room he can take one of the civilian's 
beepesr. He drops it near the stock room's door. It rings and 
distracts the guard's attention. 

Ethan can enter the stock room without being seen. When the 
guard comes back he wants to arrest Ethan. If Ethan fights him 
outside, he is seen by a camera and starts an alarm. If he knocks 
out the guard inside the stock room there is no alarm. 
He can now take the facemaker cartridge. 

Actually, if a guard sees Ethan with a gun or doing 
something he shouldn't, then he raises the alarm. So, 
the guard won't go inside, the stock room. 

Once in possession of the cartridge for the facemaker, 
Ethan goes to the office of the Security Head. As he 
comes in he can see the door of the secret passage 
closing. Ethan talks twice with the Security head in order to | 
have the guard go outside the room and remain alone with the 
Security Head Officer. He knocks him out and takes his | 
appearance with the facemaker. On the desk he finds a dart gun. 
Ethan goes to the KGB room to take the video freezer from the 
KGB officer's desk. 

Ethan goes back to the security head's office. He opens the secret 
passage (action on the painting in the room) and enters the 
surveillance room. 

If Ethan is not in disguise, the guard inside the room attacks him: 
The guard won't attack Ethan en if ae looks like the 


make, then the 


(who is Ethan!) will tell the guards that he 
creste Ethan sguised as the Ambassador. From this room 
he can 1 freeze the cameras with the video freezer. Phelps is now in 
control of:thé communication system. Ethan then goes to the 
communication-room to get Candice's transfer order (sent in by 
Phélps}:"é then goes to the prison cell, where he gives the KGB 
man the transfer order. The man opens the cell and insists on 
leading Candice to her transfer. Ethan neutralizes him (he must do 
it inside the room or else it will start an alarm). 

Ethan doesn't need to go back to the communication room, he 
has found the pass code in the secret room. He can open the exit 
door by using it on the device near the door. 
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1- Start 
2- Security head chia 
3- Surveillance 
4- Small office; 


R NOC LIST 


- SECURITY HALLWAY 


- Find Master Switch 
- Secure passage for Candice 


Non listed objectives: 
- Find weapon on neutralized guard 


Beginning Inventory: 

- Dart gun + sleeping darts 
- 9mm Handgun 

- Facemaker + no cartridge 


Objects to pick up: 
- Gun: from guard 


Game Sequence: 


Candice activates a computer console. She cannot de-activate 
the security system but has entered the debug mode: she can 
light the trapped tiles for a while, which allows Ethan to 
memorise the pattern of the danger zone. In each new hallway 
section he must pause for an instant to let Candice do the 
activation. If he is clumsy, he will step on trapped tiles. Some will 
start an alarm, which will bring about one or more guards. Some 
will be electrified, and that will damage Ethan's health. Some will 
explode, which will certainly be fatal to Ethan. 

When he has crossed the whole hallway complex, he finds a 
master switch that turns of the security systems and opens a 
secret passage through which Candice will join him. If he has been 
too slow, Candice will be captured and the mission will fail. 


PLAN OF LEVEL # 4 


2- Secret passage 
3- Finish P 


Objectives File: open doors and lower 


- Find Super-Computer platforms for access 

- Protect Candice 

- Get NOC list Beginning Inventory: 

- Escape - Dart gun + sleeping darts 
- 9mm Handgun 

Non listed objectives: - Facemaker + no cartridge 


- Find computer consoles to 


Game Sequence: 

Ethan and Candice must go together through the whole level, for 

Candice is not armed and cannot defend herself from guards who 
might arrest her and take her back to jail. But she cannot run as 
fast as Ethan either. Ethan must find a good balance between 
pic eh in exploring mel l el and finding the computer consoles to 


getting hurt by the enemy and take care not to fall in the 
dangerous acid cisterns. 
The first door is opened by the console right next to the entrance, 
but the three other consoles are more difficult to find, and each 
time a bit more heavily guarded. 
The console in the office room opens the way to the main 
computer. A two-minute count-down starts before the door closes 
again possibly trapping Ethan and Candice out before they have 
accessed the computer, which would cause the mission to fail. 
When Ethan and Candice reach the main computer, Candice takes 
over, enters the systems and 
retrieves the NOC list. They now 
PLAN OF LEVEL # 5 have to get back all the way to 


4- Start the Embassy. 


2- Main Computer 


3- Finish 


JER NOC LIST 


'8 - SECURITY HALLWAY 


ile: 
- Secure passage for Candice 
- Find Golytsine facemask 


Non listed objectives: 

- Recover NOC List from running guard 
- Beginning Inventory: 

- Dart gun + sleeping darts 

- 9mm Handgun 

- Facemaker + no cartridge 


Objects to pick up: 
- Golytsine facemask in secret passage 


Game Sequence: 
The Escape is relatively easier than the way in, since the security 
system is partially shut down. But the guards are still there, and 


PLAN OF LEVEL # 4 


1- Start 
2- Secret passage 
3- Finish 
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Ethan must do what he had no time to do before: find the 
Golytsine facemask that Barnes had made, and hidden there, 
inside the secret passage. 

The secret passage is shut closed and the master switch near 
the entrance door doesn't seem to be able to open the door. 
Ethan and Candice will have to open the door via the control panel 
at the other side of the level if they want to get the facemask 
hidden inside the passage. 

Candice must be protected from the machine guns that are still 
active. By shooting them with his heavy gun, Ethan can knock out 
their detection system temporarily. This allows Candice to go 
through the hallway without being hurt. 

When they reach the computer console Candice is able to open 
the passage. When Ethan enters the passage an alarm sets off 
and the doors shut themselves. Cut to cinematic camera: Candice 
is being knocked out by a guard and taken away. 

Trapped inside the passage, Ethan finds the facemask hidden in a 
wall panel, and looks for a way to open the door again. There is 
another locker with a control panel. Shooting it will short-circuit 
the security code control and open the door. 

As he gets out of the passage Ethan can see a guard running 
away. This man has stolen the NOC list disk from Candice and is 
taking it back to the computer room. If he manages to reach the 
exit of the level, the mission fails and the game is over. Ethan can 
stop him by shooting him or by running to the contro! panel and 
using it to reactivate the trapped tiles (they start glowing red). The 
man is electrocuted or blown away. Ethan can go to where he fell 
to get the disk back. He then goes back to Candice and together 
they go to the door to the next level. 


Ny THE GAME THIS LEVEL IS NOT 
EPARATED FROM THE PREVIOUS ONE ) 


Objectives File: active camera 


- Unfreeze video cameras 

- Assume Golytsine's identity Beginning Inventory: 

- Unlock exit door - Golytsine facemask 

- Free Candice - Dart gun + sleeping darts 
- Exit to the next level - 9mm Handgun 


- Facemaker + no cartridge 
Non listed objectives: 
- Unfreeze cameras Objects to pick up: 
- Attack guards in front of Video Freezer 


Game sequence: 
Ethan and Candice enter the level through the door by which they 
had exited it before. Ethan can either blast his way through the 
guards, or put on the Golytsine Facemask after hiding it in the 
surveillance room. That will allow him to go through without 
trouble. If the player goes to the surveillance room, unfreezes the 
cameras, and afterwards attacks a guard in front of a camera, 
Moscow will be alerted and believe Golytsine is a traitor. This is a 
hidden goal. 

The exit Ethan must take is not the one that leads to the 
warehouse level, that door won't open. They have to use the 
Magnetic card they find: in the,&pmmunication room to open the 
door, which leadg dire the Einbesay | level, through the 


s are panicking because of the fire alarm in the 
“onthe other side of the door. 

Even with the Golytsine facemask, the guards will not let Candice 
get: out that easily.” 

Candice, follows-Ethan but she might be captured by a guard and 
put*baek“iri jail. If that happens, Ethan will knock out the guard in 
the jail room, and take the explosive gum that he had stolen from 
Candice while she was held captive. With the gum he can open 
her cell, and they run away. 


GAME OVER Causes: 

Surrounded by guards and arrested. 

Shot by guards. 

Failing to put on Golytsine Facemask while cameras are 
unfrozen: Moscow knows the Identity of Ethan. 

Failing to unfreeze cameras: Intoxication objective is not fulfilled. 


PLAN OF LEVEL # 7 


1- Start 5- Stockroom 
2- Security head office 6- Communication room 
3- Surveillance alls 
4- Small office » Fit 


RECOVER NOC LIST 


PART 8 OF 8 - FIRE ALARM ESCAPE. 


Objectives File: 
- Secure access to the lift 
- Find Jack 
- Dress as a fireman 
- Give Candice fireman outfit 
- Escape the Embassy 


Non listed objectives: 
- Pick up fire extinguisher 
- Stop guards with fire extinguisher 


Beginning Inventory: 
- Dart pistol 


Objects to pick up: 
- Fire extinguishers 


Game sequence: 


As they step out of the KGB HQ, Candice runs towards the 
elevator to hide there, but she is noticed by two guards. Ethan 
has no more ammunition and must go into a hand-fight, or pick up 
the fire extinguisher and spray the guards with powder and avoid 


the fight. 


Firemen are running all around. Jack Kieffer is one of them. He is 
waiting for Ethan at fixed places, but moves around to avoid being 


£ will be in the restrooms, or running around in the 
Embassy. so as not. to arouse suspicion. The outfits exchange with 
Ethan can‘only be done in the restrooms. 

When Ethan finds him he puts on a fireman outfit and takes back 
one to,Candi¢e,*who is still hiding in the elevator. They can run 
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4- Start 
2- Rest Room 


:SCAPE FROM CIA 


PART 1. OF 4 - INTERROGATION, 
HALLWAY, INFIRMARY 


Location: 
- CIA HQ, Langley, Virginia. Objects to pick up: 
- Communicator: in 
Team: interrogation room on table 
(Candice Parker,) Ethan Hunt. - Radar: in interrogation room 
on table 
Objectives File: - Fingerprint scanner: in 


- Escape from interrogation room on 


interrogation table 
- Pick up the - Dart gun + sleeping 
equipment darts: in 


interrogation room 
on table 
- Empty gun: in hidden 


- Get into hallway 
- Find way to the roof 
- Reach infirmary 


- Find the antidote office 
- Distract attention -Stunner: from neutralized 
guards 
Non listed objectives: - Paint Spray: on floor, near 
Null crates 
- Antidote: in infirmary, from 
Beginning Inventory: nurse 


- Empty hands 
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; A men get out of the interrogation room, Ethan wonders 
how he. will manage’ to get out. All of his equipment has been 
taken from»him‘sHe receives a call on the room's intercom: it's 
Gandice. She ’still trusts him and wants to help him get out. She 
häß°hidderi'some explosive gum under the coffee mug on the 
table. Ethan takes the mug and finds the room. On one of the 
room's walls there is a small switch that opens the spy-window 
through which his interrogators were looking at him. Once the 
window is visible, Ethan sets the explosive gum on it, moves away, 
and watches the window blow to pieces. If he tries to set it on the 
door, the door remains intact, since there isn't enough gum to 
blow such a big object. 

On the other side of the window Ethan can find his equipment on a 
table: a dartgun with sleeping darts, his field scanner and his 
communicator. 

The CIA members are talking outside the interrogation room. 
Ethan has been given a truth serum and will soon fall unconscious. 
A countdown starts showing how much time is left to complete 
the level. 

Ethan waits for the CIA officers to get away and quickly passes the 
mechanical gate before it closes. He stuns the guard with the 
dartgun and takes his fingerprint image with the fingerprint 
scanner. With this print he can action the digital security button 
and open the door to the hallways. In the hallways he will have to 
avoid coming in the surveillance cameras' field of view. When a 
camera spots him it brings a special security guard with a gas 
spray that will make Ethan drowsy and cause him move with 
difficulty. Ethan can find a spray paint with which he can blur the 
camera's eye and avoid being spotted. 

Ethan will have to use the fingerprint scanner on another guard in 
order to be able to open the other doors on the level and to move 
the rotating panels. Moving the rotating panels gives him access 
to new hallways and offices. In a first office (well hidden, Ethan has 
to rotate a panel twice and slip in while it finishes turning in order 
to reach it) Ethan finds an empty 9 mm gun. He uses it when he 
reaches the second office to frighten one of the officers that had 
interrogated him and force him to open the way out of the 
security zone. Without him Ethan t open the ne security door, 
and the fingerprint s scanner an’ 

Once they are Out.g at 


Peg to fill ill 


the Infirmary... 


the truth serum, and his hostage tries to run away. If 
‘Ethan doesn't put him to sleep, he is trapped out of the elevator 
and can't reach thé.infirmary. After Ethan darts the man to sleep, 
‘he hides:him iñ a Closet and reaches the elevator that leads to 


Before Ethan enters the infirmary, he must hide his weapon or 
else it will start an alarm and he will be arrested. 

Inside the infirmary Ethan asks the nurse for an antidote. Once he 
feels better he can look for a way to the roof. The way is through 
the window, but in order to reach it without being stopped, he 
must make a diversion. He can do that either by punching the 
jogging machine's commands to send the jogger flying into the air, 
or by making the examination bed rise and squeeze the man in 
examination against the ceiling. 
Once Ethan has done one of those two actions, the doctor and the 
nurse are looking at the incident and Ethan gets go through the 
window without being seen. 
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1- Start 
- Chief office 
levator to infirmary 


SCAPE FROM CIA 
PART 2 OF 4 - CIA ROOF 
Objectives’ File: Objects to pick up: 
- Reach computer ventilation - Stunner: from guards 
access - Bag full of equipment: on top 
- Avoid hurting CIA members of area 1 
- Maintenance Man Disguise: in 
Non listed objectives: bag 
- Null - Infra Red Vision Goggles: in 
bag 
Beginning Inventory: - Laser deflector Prism: in bag 
- Dartgun + sleeping darts - Access card: from various 
guards 


Game sequence: 
Throughout this level the guards will try and arrest Ethan. Once 
they tell him to stop and surrender, Ethan has a few seconds to 
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hide before he is arrested. Ethan can avoid 
being arrested by shooting the guards with 
the dartgun, or by running out of their view 
(hiding behind a ventilation duct for 
instance). All the guards Ethan has darted 
wake up after a few moments. 

If the searchlight falls on Ethan, it starts an 
alarm and brings the attention of all visible 
guards to him. They will to arrest him if 
they are near. 
Ethan stuns a first guard near the entry to 
the level and takes his magnetic card so he 
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can open the doors on this section of the roof. He climbs on the 
guard's barrack to reach the second level. He turns a switch on a 
control panel to de-activate the electric floor that keeps him from 
reaching another control panel from which he shut down the lights 
on the helicopter landing pad. Back down on the first level, he 
goes around the block to reach another passage to another part 
of the second level, where he can find the bag Candice has left for 
him. In this bag he finds a technician's outfit, infra-red vision 
goggles, an electronic device (Electro-Magnetic Scrambler), and a 
laser deflecting Item. Further along he will find an internal passage 
to level three. 

The maintenance outfit helps Ethan to go to the second section of 
the roof, near the helicopter landing pad. Taking the stairs on the 
left he goes down to the lower levels and finds a control panel 
from which he can turn the lights back on the helicopter landing 
pad. He runs up and sets the Electro Magnetic Scrambler device 
(from his inventory) in the locker near the. landing pad. This will 
disable the electronic systems of te helicöpter and keep it 
grounded for the escape later. ; 
Ethan goes down jie o 3 


the dartgut and takes his card for access to the next 
actio , ughthe door on the bottom level. 
The door opens ta‘the next section through a short corridor. 


é .- "Ethan shoots änother guard for his access card and goes 


s Aopking, for ï way to the top. The guards will be aggressive again 
despite tis outfit since this is a maximum security area. He can 
find some crates that will allow him to climb to the second level 
but if he tries to jump off the crate over the barriers he will be 
injured by an invisible laser barrier. He must put on the infra-red 
vision goggles to see it, and use the laser deflector prism (from 
his inventory) to open a safe access to the second level. 

On the second level, the door to the passage for the third floor is 
protected by a digital code. Ethan has to set the spy camera on 
the crates next to the door, and go away to wait for someone to 
activate the code while the cameras record it. When that is done 
Ethan picks the camera up and can access the third level. 

On top of the third level Ethan avoids the last guards and enters 
the maintenance room where Candice awaits him. 


PLAN OF LEVEL # 1 
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2- Passage to helipad 5- Meeting point with 
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ESCAPE FROM CIA | 


PART 3 OF 4 - TERMINAL ROOM 


Listed Objectives: personnel 
- Switch on computer - Avoid security lasers 
- Download NOC list & inoculate 

virus Beginning Inventory: : | 
- Escape - Null | 
Non listed objectives: Objects to pick up: | 
- Avoid being seen by CIA - NOC list 


Game sequence: 
Ethan is lowered through the room ctric,system 
controlled by a Nigyendo Ng 


es of SI curity lasers by twisting around, swaying, and watching 
their. lighting sequence to pass at the right moment. He can be 
touched: without setting an alarm, but the lasers hurt him badly, 
„and, can even‘cut-his cable. 

fore he-reaches the computer's level, there is a risk that a 
iviter technician enters the room. The noise of the first door the 
man goes through is an indication of when to go up and wait. 
Once all is clear and Ethan is at computer level, he must insert a 
digi-card in the security panel opposite to the computer. He will do 
this by swaying back and forth until he can touch the panel on the 
right side of the door. Once the computer is started, Ethan has a 
small amount of time to turn around, move down a little and sway 
gently back and forth until he can insert the data disk into the 
terminal. Than he downloads the list. 

He must afterwards go back up quickly before someone enters 
the room again and notices the computer has been accessed. 
Once he reaches the room's ceiling with the list in his hand, this is 
the end of the level. 


4- Digicard slot 
2. Computer, k 


SAPE FROM CIA 


PART + 4 QF 4 - ROOFTOP ESCAPE 


Objectives File: - by the helicopter's searchight 
- Avoid all guards - Protect Candice 
- Reach helicopter 
landing pad Beginning Inventory: 
- Escape - Dartgun 


- Explosive Gum 
Non listed objectives: 


- Avoid being Objects to pick up: 
trapped when security - Stunner 
systems reactivate - Guard's weapon 


- Avoid being caught 


Game sequence: 
All the security systems bav beer 
but the quands arg 


is circling above trying to spot the intruders with its searchlight. 
All through the level Ethan must run as quickly as possible to avoid 
being fully taken in the searchlight (that will bring many guards 


around them and they will be arrested). 
He will create diversions by exploding wall mounted pipe 
some explosive chewing-gum. 


Ethan Takes the EMS out of the electric locker and throws it away 
to break it so that the helicopter can take off. As the helicopter 


rises Ethan jumps on its skids and flies away with it. 
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PART < 1 or: 3- WATERLOO STATION 


Üben 
- Waterloo Station, England. 


Team: 
- Candice Parker, Luther Stickll, Krieger, Ethan Hunt. 


Objectives File: 
- Protect Ethan 
- Shoot all the bad guys 


Game sequence: 

Ethan meets Max and gives her the disk with the NOC List. He 
shouldn't have trusted Max, for she orders two of her men to take 
Ethan away and kill him. While the two goons walk away behind 
Ethan, it is possible to shoot them and let Ethan run away freely. 
The one to shoot is standing right behind Ethan with a gun in 
Ethan's back. If the wrong one is neutralized first, Ethan is shot in 
the back by the other, and Game Over. 

Ethan then starts moving around in the station, knowing that 
it is full of people trying to kill him, in order to turn the goon's 
attention away from Candice while she follows Max's tracks. 
Ethan runs around the station, avoiding Max's men as they come 
close to him. The player switches between sniper one and sniper 
two depending on which is more appropriate in relation to Ethan's 
position in the station. Max's men can remain in the same 
position, circling around an object and shooting at Ethan only when 
he comes near, some run after him, some are hidden and 
occasionally pop out of hiding to shoot, and many are disguised as 
civilians. There are civilians in the station that will take things out 
of their pocket, looking as if they were drawing a gun... Shooting a 
civilian is Game Over. 

After a time, if Ethan is still alive, Candice has had time to spot 
the train car where Max has climbed on. Ethan must be protected 
during his final run towards the trai 

When Ethan climbs in the train, tl 


- Neutralize Max's henchmen 

- Meet Candice 

- Find switch to block exits 

- Take train Controller's ID 

- Knockout Max's body guards 

- Stop Max and seize NOC list 

- Defuse Max's Backup plan 
(defuse bomb) 


Non listed objectives: 
- Pick up ammunition 
- Avoid hurting civilians 


Game sequence: 


Beginning Inventory: 
- 9 mm Handgun 


Objects to pick up: 

Gas capsules: from Candice 
Face-maker + 1 cartridge: from 
Candice 

Ammunition clips: from fallen 
goons 

NOC List Disk: from Max 

Liquid Nitrogen tank: In 
baggage car 

Blow-torch: In baggage car 


Ethan must get through eight train cars. The bad guys must be 
shot in defense, but the civilians must be avoided at all cost. 

The bad guys have different behaviours. Some are simply shooting 
Ethan from a crouching position, hidden behind a seat, some are 
hiding partially behind doors or panels and shoot Ethan in a 
standing position. Some of the bad guys are hidden behind seats 
or panels and roll over the floor to shoot Ethan from the central 
line and roll back to safety. Some of the bad guys will take 
hostages and shoot Ethan from behind the civilians, they are hard 
to shoot down without hurting the civilians. 


Passengers will panic when the shooting starts and will run away 
from Ethan, trying to hide themselves. Ethan must avoid shooting 
them as they scurry away. 

At the end of the fourth car Ethan meets Candice who gives him a 
dartgun, a facemaker and gas capsules. 

When Ethan reaches car five, Candice sends him a panicked 
message: there is a bomb on the train and the signal she was 
recieving is the bomb's countdown..Ethan has to neutralize it 
quick! 

In the sixth car there is Mer Et! 
a | and taken hi 


take Max by surprise or else she will 
blow the train with a radio controlled 
car hidden in the baggage car. If Ethan 
uses the gas capsules on her, she falls 
asleep and doesn't set the bomb 
immediately. She has the NOC list on 
her. 

In the seventh car, there are very few 
bad guys, but they will wickedly ambush 
Ethan when he looks away. There is 
Phelps there as well. Ethan 
understands that Phelps is the Mole. 
Phelps runs away in the next car. 

car eight is the baggage car. Ethan 
sees Phelps running away to the roof 
through a hatch in the ceiling. Ethan 
eliminates all the bad guys and finds the 
bomb. It is locked in a safe. 

To break the safe open Ethan has to 
use a blow-torch he finds in the Car. 
The torche's heat accelerates the 
bomb's timer so Ethan has to cool it 
with liquid nitrogen he also finds in the 
baggage car. Once the Bomb ahd the 
bad guys are taken c 
affer Phelps o 


Fon 


PLAN OF LEVEL # 2 
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2- Bagage car 


Hille 
ing 
man 
ubim 


_PLAN OF LEVEL # 2 


PART 3 OF 3 - TRAIN ROOF 
Obiecuwes "File: 


- Eliminate goons 
- Avoid obstacles 
- Destroy helicopter 


Beginning Inventory: 
- 9 mm Handgun 


Objects to pick up: 
- Ammunition clips: from fallen goons 
- Mini Rocket Launcher: from fallen goons 


Game sequence: 

Ethan runs after 

Phelps on the train's 

roof. Max's men 

cover Phelps’ escape. 

Some are on the 

train roof, others in 

cars running on the 

road alongside the 

railway, and others in 

helicopters. Ethan 

must skillfully elude 

their shots and dispose of them with the guns he 
picks up after shooting them (standard or rocket 
launching guns). 

At the end of the chase the train enters a tunnel. The 
helicopter that has come for Phelps enters the 
tunnel, Phelps jumps on its skids. This is the final 
confrontation of the 

Mission. 

Once the helicopter is 

destroyed and Phelps 

is killed, this is the 

end of the level. 


Location: 
North of 70° Parallel 


Team File: 
John Clutter, Andrew Dowey, 
Ethan Hunt, Candice Parker. 


Objectives File: 

- Get the A.F. Scrambler 

- Get the mine 

- Bring Clutter A.F.S. and mine 
- Get the gas injector 

- Get the R.C.detonator 

- Get the explosives 

- Find wire-cutters 

- Bring Dowey wirecutt 
- Sabotage the pump 
-Regroup on 


-PART-1 OF 4 - THE SUBPEN 


- Find night-view glasses 


Non listed objectives: 

- Neutralize guards in 
guardhouse to get detonator 

- Neutralize guards on top of 
communication building 


Beginning Inventory: 
- 7,65 Silenced (full ammo) 


Objects to pick up: 

- 9 mm Hl-power handgun: 
from guard 

- Uzi sub-machinegun: from 

black belt 

Mine: outside 

Scrambler: outside 


: house 
Í or. inside’ guard- - Gas Injecto: outside 
` - Night-View Glasses: inside 
-Dgo outside guard-house 
~AMire-cutters;,ifiside pump- 


Game Sequence: 
The team lands the boat near the submarine. After a few words 
Ethan leaves the team waiting and goes looking for the items 
dropped by the plane. On the dock, he shoots or knocks out a 
guard and gets a 9mm handgun. On the opposite side of the 
submarine, he finds the A.F.S. on top of a pile of wooden crates. 
He then spots another object on his radar which seems near. It's 
the mine. He takes the objects back to Clutter and Dowey, who 
hurry to sabotage the submarine. 

Communications are now possible, Candice informs Ethan in a 
brief vocal message. 

Avoiding the guards as best as possible, and neutralizing those 
that get too much in his way, Ethan picks up the rest of the 
equipment: the gas injector, the explosives, and the detonator. If 
he is too slow, a guard will pick up the detonator and bring it 
inside the guard-house. Candice notices it on the radar and tells 
Ethan. Ethan will have to intercept the guard on his way or to use 
the gas injector to put all the guards inside to sleep. Inside the 


CaP ERTTEERD $ eg, te 1 Can ve 
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guard-house he can pick up the detonator and a pair of night-view 
glasses. 

When Ethan picks up the explosives, there are nine charges. Only 
one is to be used on this level, the other eight are to be set inside 
the tunnel. If Ethan wants to use more than one explosive Candice 
sends him a message telling him to keep them for later. 

Outside the guard-house, commando soldiers ("black Belts") are 
making a round. One of them will provide Ethan with a UZI 
sub-machine gun when eliminated. 

Ethan receives a message from Dowey: he has lost his wire 
cutters and needs Ethan to find a new pair for him. 

Ethan then goes to the pump-house. He gets in, neutralizes a 
black belt inside, and sets his explosives. On a shelf he finds a pair 
of wire cutters for Dowey. He gets out and detonates the 
explosives when he is far enough. Then he meets Dowey, hidden 
behind some crates, to give him the wire-cutters. 

He now has to get to the top of the communication building. It is 
easy to find, with it's big radar dome on top. He then receives a 
message from his team: he must hurry up and help them against 
heavy resistance on top of the building. Ethan climbs a few crates 
to reach the roof and shoots the two aggressive black belts. This 


e trucks and get into the 
m on tägl of another truck, 


5- Finish 


Ethan is informed by Candice that 
Dowey has cut a wrong wire while 
sabotaging the security 
system on the other side 
of the tunnel: the tunnel 
is now completely in the 
dark. Ethan must find a 
pair of night-view glasses if 
he is to go through the 
tunnel now. If he 77; 
hasn't found them N / 
yet, Ethan will get Mi 
them in the 
guardhouse. He 
can then jump on a 
truck and enter the 
tunnel. 


\ 
GAME OVER ses: SS 
- Losing all al Da | 


by being hit or shot at he 
- Being taken in the blast of N = 
an explosion - N —— 
- Failing to sabotage the pump- N fal 
house l = 
- Failing to bring A.F.S. an f Il 
Mine to team before they get | 
caught able 
- Being run over by the truck X I! 
- Finish level without finding the 
night view glasses i 


ICESTORM 
> PART 2 OF 4 - TUNNEL 
AL File: 


- Find Explosives 
- Sabotage anchor bolts. 


Beginning Inventory: 
- Night-View Glasses 
- eight explosive charges 


Objects to pick up: 
Gun: from guards 


Game Sequence: 

In its first section, the tunnel is obstructed at roof level by a few 
ventilators and transversal beams that Ethan must avoid ( jumping 
or ducking) while he stays on the truck roof. 

Afterwards, the truck will come near a big structure that keeps 
him from staying on the truck's roof. If Ethan doesn't jump on the 


platform that runs alongside the truck's path he 
will bump into the structure and fall off the truck 
to the ground. It will be very difficult from there to 
reach the other side of the tunnel, and the 
objective, "sabotage the main structures", will not 
be fulfilled. 

The Explosives will be found on the first platform. 
When Ethan jumps on the platform it allows him 
to get to the other side of the structure. He must 
avoid a guard and take him by surprise to knock 
him out. He sets one of his explosive charges on 
each of the supporting beams. He then waits for 
another truck to come by and jump on the roof. 
Ethan will encounter four other structures on his 
way through the tunnel. The number of guards, 
their strength and their equipment will vary. 

If Ethan isn't killed and doesn't fall off the truck he 
can reach the other end of the tunnel. If all the 
main support beams have been sabotaged, 
mission accomplished. 

A movie sequence shows the tunnel collapsing in 
tremendous explosions as the truck moves out 
and Ethan holds on to the top of the truck. As the 
truck gets out of the tunnel, an avalanche hides 
the tunnel entrance. 


GAME OVER causes: 
- Losing all Health 
points after 
colliding with too PLAN OF LEVEL # 2 
many objects 
- Falling off truck 
- Get killed by 
attacking guards 


- Find Electronic map 

- Find explosives and plastic 

- Sabotage power plant | 

- Cut off camera power I 
- Take on Accountant's ID ; | 
- Get briefcase from bunker 
- Sabotage briefcase 

- Bring briefcase to deal 

- Explode helicopter and Jeep 
- Escape on gunboat 


Non listed objectives: 

- Neutralize guards in guardhouses to get the electronic map and 
the secret code card | 

- Find accountant's ID Card: in accountant's room i 

- Find hand grenades: from guards or in weapon stocking crates | 

- Sniper mode: shoot searchlights to protect canal passage 

- Sniper mode: clear access to gunboat for team 


Beginning Inventory: 

- Face-maker + 1 cartridge: from team 

- 7.65 Silenced: team gives full ammo 

- Gas injector: one dose 

- Sniper Gun: this icon enables the sniper mode 


Objects to pick up: 

- Electronic map: inside guards’ barrack 

- Magnetic access card: inside accountant's barrack 
- ID card: inside accountant’s barrack (closet) 

- Explosives: from Dowey in ammunition depot 

- Plastic charge: from Dowey in ammunition depot 
- Grenades: from guards or inside weapon stock 

- Suitcase: inside bunker 

- Sabotaged suitcase: after handing it to Clutter 

- UZI: found on guard 

- 9 mm HI power: found on guard 

- Detonator: from Dowey at end of level 


Game sequence: 
Start: Ethan jumps from the truck at the tunnel's entrance. He 

finds Dowey and Clutter. Dowey gives Ethan the face-maker. After 
a short talk they run to their tasks. Message: Ethan must spot 
where the accountant is. By an opening 
go unseen behind, ad res 


Spotting the accounéant: as soon as s Ethan i is near the 
‘accountant’s Barrack, a visor appears on his head. Message of 
Dowey, joking: ve got you in my line of sight, Ethan!".The Sniper 
gürieorf‘äppears in the inventory. It allows the player to take 
control of Dowey and play the sniper from above (position S) and 
protect the other team members. The sniper mode has limited 
ammo. 

Meeting Clutter: Near the river, Ethan receives a call from 
Clutter telling him there is an open passage above the river 
between the towers. Ethan reaches a breach in the barrier, 
neutralizes a guard, and crosses the river. 

There are two guards on the bunker rooftop where Ethan lands. 
They are hard to neutralize, except in sniper mode. After the 
confrontation, Ethan receives a message from clutter asking him 
to join him, since he has found the explosives. They are in a 
heavily guarded ammunition depot, probably picked up by some 
guards and left there. Ethan goes next to the ammunition depot. 
He can hide behind the jeep and shoot the guards. Clutter warns 
him that the depot is full of explosives: If Ethan's shooting is too 
clumsy, it will end up blowing the place up (Game Over). All the 
guards cannot be seen from there and should be taken care of by 
Dowey in sniper mode. If Ethan enters the depot without 
neutralizing all the guards, they follow him, shooting at him, and 
blow the place up if not very quickly stopped. 

Ethan meets Dowey: he receives the explosives and a little plastic 
charge. 

The power plant: Ethan can use the way over the river or take 
passage (he needs to neutralize two guards) to reach the power 
plant. Two more guards are in front of the power plant's entrance. 
If Ethan misses them, they hide behind big concrete blocks. In this 
position they have to be shot by the sniper. Ethan sets the 
explosive charges on the power plant. He finds a big fuse-box, with 
two circuit breakers (one red light, one green light) and uses the 
electronic map to set his plastic charge on the good circuit 
breaker, so as to turn off the searchlights and the camera above 
the accountant's barrac, If Ethan puts the plastic on the wrong 
circuit, he turns off the § the bridge. He'll have trouble 
gajning access tg the f bt and;won't be able to escape on 
the boat at the@ad ofie level R] Over, Thgjigame randomly 


ind the APS and the mine 


decides each time the level starts which circuit breaker is the 
good one. Only the electronic map can help Ethan know which one 
to blow up. The plastic charge is set off by shooting it with a gun 
(Ethan or Dowey does it). 

Taking the accountants ID: Ethan comes back near the 
accountant's barrack. If the camera's power source has been cut, 
he can enter the accountant’s barrack without starting a major 
alarm. He neutralizes the only guard in the barrack and knocks 
out the accountant. He takes his aspect with the facemaker, and 
takes his access card on the table as well as his ID card from the 
closet. Message: the mask will not last eternally, so Ethan must 
be quick. 

The nuclear detonators and the deal: Ethan goes in disguise to 
the bunker. The guards at gate, talk with him a little, and he must 
use his magnetic access card to open the gate. 

Inside the bunker a guard asks him for his ID card, if Ethan 
doesn't have it he must run back to the accountant's barrack. 
Ethan opens the safe's door with his magnetic access card and 
takes the suitcase containing the nuclear detonators. 

Once he has the suitcase, Ethan joins Clutter at the ammunition 
depot. Clutter sabotages it, and tells Ethan to hurry: the dealers 
are coming (Movie scene: the helicopter lands, a truck starts 
moving) 

Ethan goes to the ancient factory for the deal. The truck stops in 
front of the factory, guards jump off and run to Ethan. If Ethan 
draws his gun, they fight back and capture him (Cinematic: the 
Be takes off and flies away, Game Over). If Ethan keeps 


‘Escape: The face-mask melts, and Ethan has his normal look 
‚= .again:-Gn the dock; ¢many guards are posted and shoot at him. 
< i. Ethan must hide and let Dowey take care of them in sniper mode, 

„but if Dowey has no more ammunition, Ethan must take care of it 
“hitrisetftqUite difficult). Once the guards have been neutralized, 
Ethan jumps on the gunboat, Clutter follows him, and Dowey stays 
heroically to cover their rear. Dowey gives Ethan the detonator to 
blow up the base when they reach the canal exit (Movie scene: 
the base blows up). 


PLAN OF LEVEL # 1 
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ICESTORM 


PART 4 OF 4 - GUNBOAT 


Objectives File: 
- Escape enemy base 
- Destroy gas factory 
- Destroy radar 


Non listed objectives: 
- Destroy Oil Plant 


Game Sequence: 
Ethan and Clutter get away on the stolen 
gunboat. Dowey has heroically remained 
behind to cover their departure. As they 
go down the canal they are shot at. by the 
defense systems. They themselves use 
the boat's artillery to defend the: 
and render uselegsi as mugi gn 


On both sides of the anal, defense 
systems are activated as the boat goes 
eo byi- (machine ğüns hidden behind stacks 
„ofsändbags,)-small bunkers with a 
“Machinegun inside that follows the boat 
and shoots it, floating mines that are 
partly immersed in the gunboat's way, 
small turrets with a small size canon 
that shoot automatically at the boat, 
turrets with searchlights or small 
machine guns on top, small defense 
boats with a gun that do not move but 
shot at the gunboat. All of those must 
be blown up with the machine-gun, 
especially the mines and the boats that 
block the way. 

There are also wharfs that come out 
over the canal and partly block the way. 
They have barrels of fuel on top of them. 
These can be shot at to blow the wharf 
up. Some machine guns are hidden 
behind walls. If not destroyed, they will 
shoot the boat from the back once it 
becomes visible for them. Some turrets 
or bunkers are hidden behind rows of 
trees. The trees can be shot at: they go 
on fire and let the object behind them 
become visible. 


At the end of the canal, the boat ends 
up facing a heavily defended Oil refinery 
plant. Ethan and his companions must 
destroy it entirely before joining Candice 
on the sub and return home. 


PLAN OF LEVEL # 4 
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E QUIPMENT Tr DESCRIPT ION 


“WEAPONS 


A L 


O 


7,65 mm silenced Gun: Silent, very deadly. No IMF 
agent would risk death without it. 


Sniper Rifle: High precision rifle with very powerful 
telescope 


Mini Rocket Launcher: A nice little hand rocket 
launcher. Very portable. Ideal for agents on the move. 


Dartgun: Used with sleep-inducing darts. Up to 20 
rounds can be stored in one clip. Moderately powerful 
and silent. 


Blowpipe: Primitive weapon best utilised when discretion 
is essential. One advantage is that it doesn’t trigger metal 
detectors. 


Electro-Stunner: Sends a 40,000 volt shock that will 
positively “electrify* recipient. Leaves victim unconscious 
but doesn't kill. 


Gas Capsules: Small capsules when thrown to the 
ground produce same results as the gas injector. Work 
well in open space, but their effects dissipate quickly. 


Sensor Mine: Standard IMF sabotage device. Detonation 
can be set to trigger on contact, depth, or height. 


Smoke Gdaaracor: Compact gizmos give impression a 
erigus fire: has broken out. Only limited in duration. Great 


“for clearingareas, creating panic and guaranteeing 


yourself a’seat on the Tube at rush hour. 


‘Video Freezer: Electronic jewel that blocks flow of all 


multimedia data. 


Spy Cam: Miniature video camera, can be easily placed 
to record hard-to-get-at information like digital codes. 


Fingerprint Scanner: For copying a person’s 
fingerprints and re-using them for access to areas 
protected by digital scanners. 


Electro-Magnetic Scrambler: An electromagnetic 
scrambler for disrupting aircraft instrument readings and 
radar. 


Infra-Red Vision Goggles: Infra-red glasses enabling 
security personnel to see security lasers normally invisible 
to the naked eye. 


Laser Deflector Prism: A special device used to 
create a passage through security laser barriers. 


N: IMPOSSIBLE 


EMBERS 


Jim Phelps: Leader of the IM Force, a true genius for 
psychology. 


organizing covert operations relying on dissimulation and 


Ethan Hunt: One of IMF's most reliable agents. He has 


the highest success rate in the agency. His numerous 
skills make him first choice for any mission. 


John Clutter: Professional mountain climber and cold 


weather enthusiast. He-is a specialist in radio systems and 
explosives. Participated in the successful northen polar 
Arctic Shield Mission? 


Andrew Dowey: Ex-marine colonel, one of the finest 


marksmen in the agency. He is a highly valuable partner 


for his electronics skills and knowledge of alarm systems. 


Sarah Davies: Four years living in Prague. She has 
succeeded in infiltrating the local native high society. 
Invaluable for local intelligence. 


Dieter Harmon: Schooled in several East European 


countries. He is the son of a travelling caviar salesman. 
Functions as bartender with useful access to parties and 
social events. Valuable information source. 


Candice Parker: Top cryptograph expert. Former MIT 
researcher. Excellent support agent in missions involving 
computer security. 


Parker. Status: Missing | 


Robert Barnes: Ultra-reliable, high-risk operative. 
Seemingly intercepted whil 


ttemßting rescue on Candice 


Kiefer: Organisational expert, specialising in smooth 
getaways. Impeccable timing. Can always be counted on to 
get y, home safe. 


a Luth . Stickll: Ex-CIA agent suspected of bypassing 
““ifiternal security regulations. Allegations unproven. Trusted 
by Ethan Hunt. 


Krieger: Skilled CIA agent dismissed for unpredictability 
and hostile behaviour bordering on the phsychotic. 


VILLAINS 


Basil Prokosh: World-class international arms dealer. His 
global involvement with terrorist organisations makes him 
a formidable and powerful enemy. The Agency has thus far 
been unable to loosen his grip on our planet, but now the 
IMF has found a way to infiltrate Prokosh’s secret base 
and put an end to his criminal reign forever. If they 
succeed, that is. 


Aleksander Golytsine: Former KGB line X officer now 
working in international intelligence as a mercenary. Has 
captured and surrendered to the KGB one of the Agency's 
top cryptography experts and her half of the invaluable 
NOC list. 


MAX: Code name for anonymous mastermind of a 
privately-owned international intelligence ring. w 

(but not proven) that Aleksander Golystine might be in 

MA's employ. | 


Terrorist Leader: His deal with Basil Prokosh's 
international arms ring for the purchase of nuclear 
warheads has already earned him notoriety with the IMF 
Only a decisive strike while these two enemies of world 
peace are together, at the same location, will save our 


